‘STORYBOARD ANTRODUCTION/work in progress. 


After the MINDSCAPE logo intro! fade to 
LIVE ACTION OF CHILDREN PLAYING 
with LEGO bricks. SFX: ambiant play 
sounds, 

A handiul of bricks is scooped up 

by one child and tossed in the air... 

SFX: Music: Thus Spaek Zarathustra (2001) 


follows bricks up / slow motion 
of bricks in the air... zoom and dissolve to 
animated brick and intro animated 
sequence... 
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.. Music (Thus Spask.{2001]) bulids (S) Brek anor noia, op tang (©) S (pes 
A LEGO 2x4 studded © o crescendo. Brick aveis up and camera follows the move Äi continuas to tat An land 
brick from -Z travels to LEGO SOFT a from above ‘comes into focus as we follow the 
fornari vee Relais PRESENTS fades up. Slow pullback reveals bricks ends : 
{showing stud aldo and At crescendo, brick taling.. 
pipe sido). The brick holds... 
travels upwards as 
i rotates and the camera 
follows the motion upwards. 


As quick build continues, As camera sweeps to eye. We zoom forward and the. 


Visual schticks and gags 
the camera continues to zoom a. —/ level, we zoom forward towards quick build has constructed are plentlytul as we first 
closer and begins a sweep A the quick build action down a street... a pizzeria... We start to bank right approach the completed 
to eye level. music. the and sound of a helicopter now travelling along a very much alive Pizzeria. Pappa steps out 
is now picked up by passes in view LEGO town. ‘and tosses a Pizza in the air. 
the rhythm of clicking as we zoom down. Pepper (on his skateboard) 
bricks/which fades to the We zoom past races by and catches it 
sound of waves on the shore the llo text: Adventures ii in a box. and races oll. 
on LEGO island and continue... CONFIDENTIA! E Mamas’ piano playing is heard. 


DUPLICATE 


STORY. ARD ANTRODUCTION/work in progress 


We tum righu following road and On right side we pass the beach and We dramatically zoom through 
passing traffic and citizens a jetskier races by and waves... ‘On the other side of the tunn iko 
at workplay. Intersection On left side: gas station is seen View. Abird fles by/ a cat runs by.. a dog 
{people crossing stroet): Pepper and a new tires are being put on. runs by. 
95 (vaudevilo gag! jumping Sound effects: rhythmic town sounds 
‘over contruction workers caring 


brick) 


wo bank righ passing a view of the jal + We zoom around a comer and We pullin tront.. The doors (to the 
and the helicopter i just taking oft up the hl rapidly approaching center) swing open and we are invited in 

(12) ‘Wo pass the police station and a squad © the Information Center (44) Fade 1o interior ol the Information Centar 
car faces past us 
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LEVEL 1: location/character specific generic animations (level 2 is location specific gags, 3: dialogs, 4: game play specific, 5: final game, 6: conclusionary ,7: misc) 


Post office [] [] Post ofice delivery person walks to 4 locations to mail box: 1) residential, 2) Information Center 3) Hospital 4) Post Office 
C C] Delivery guy opens mailbox, takes out letters and puts it in ser side pocket 
O CJ. Delivery guy walks back to post office: opens door, walks in and shuts door behind him 
C C]. Delivery guy walks to every location nd leaves mail inside the front door (mailbox) (open door and place letters in something, close door) 


mone C C]. Delivery guy walks over to "mailsorter" gui/hotspot: rube-goldbergian device to sort letters 
interior 


Gas Station [C] C] Auendant: pump gas as cars poll in 
extent C (][) Attendant: change tres 
I C]. Get in tow truck and drive to accident: hook up wreck... drive back and pull into garage ( open garage door pull in; close door behind) 


Gas station ['] C] Customize build: customize/build gui get tools, get bricks and add accessories as selected by user 


s C C]. navigate to and pick up money from Juke boxe, telescopes and store 
"UM C) C) Return to bank opan door uad ciona behind 


» C C]. Banker uses "moneysorter" gui/botspot: Rube goldbergian money sorter 


Hospital — (][] Hop in ambulance (orderlies) drive to accident, pick up victims and return. Open door and shut behind 


Hospital} ( Mise. charcers waiting on line: to use Xray machine hotspot: one at a time (skeleton with funny stuff revealed) 
imerior — [](] Drs making rounds: visit room to room: check chart: give medicine, flowers or remove/replae pieces 


C [ Characters walking from and to store: open, close door: enter, exit 


C C]. All characters on havwig gui 


[4777] PRIORITIES 
Orga 


continued 


LEVEL 1: location/character specific: 


Police — [][] Pull over vehicles foc traffic violations: relight, failure to stop, speeding. 
7USU*— (J[] Rescue kitty from tree 
C] C chase the Brickser 
Police CO Check dispatch map for accidents 
irj — (](] Eat donuts 
OD Make Coffee. 
O O Answer emergency calls 
Jail 
Jail C C Volkguan) around perimeter 
Jail E] C]. Lock up the brickster when brought in 
interior 
"Residential (C) C] Working in garde: changing lowers o bushes, bushes to trees 
exterior CC entering and exiting door 
C] C). exit door, get on bike, follow bike path. come back (loop) 
Residential. [7] C) reararnge furniture 
imerior [1C] watch tv 
C] C] paint watt 
piven C [O Pepper: on skateboard exit with pizza and go to every location , leave pizza: return (empty handed) enter pizzeria 
exterior C) C) Papa (and Mama) spinning pizza ouside/ dancing. 
C C]. Pepper: misc. hodogging 
Pizzeria 


£ C). Mama playing the keyboard 

£ C Papa making pizza: check orders, open refrigerator, take out ingredients, spin dough, build pizza, open oven, set timer, wait (dance to 
mama's playing, take out pizza, call for pepper 

C E]. Mama: same as above (with mama style) 

C D]. Pepper pick up pizza, and addresses to deliver 

C CO Customer: enter, put money in juke box, make selection. dance and finally exit door. 
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animations — wiyoscare 
continued 


LEVEL 1: location/character specific: 


Information Center C) C) Misc, characersene/eave: board car, motorcycle and bike and drive around Island and come back 


exterior 
C [ Mise. characters put letter in mailbox (es) 
Information Center C] [] Character enters elevator sees floor exits elevator C E]. Character selects character bio portraits 


C C]. Character in Observation deck: selects: paper plane launcher 


OG character cape 9 C C]. Character uses residential build sample display in Observation Deck 


C] []. Character dances to radio C] C]. Character uses art gallery features to make a painting and/or a sculiping. 
tan Track O CI. Pit stop: mechanics changing tires C C Judge in the watch tower — [7] C) People walking to scats/pcople. 
E] C]. Crowd in the stands (the wave, beads spinning around, general ambiance) [C] C] Race Becks 
Race track C C]. Mechanic building/customizing. 
interior 
Ph C C]. Characters resting, mingeling (frisbee?) [C] C] Shark chasing jetski 
O C]. Jetski antics 
one. O O Lifeguard customizing jetski 


Environmentistreets [C] [] Characters waiting for ligh to change. Light changes walk across ( Abbey road joke for one) 
exterior C C Character using the telescope 


C] C] Character painting a residential wall 


C] C]. Dog chasing cat around Island loop 
C] C] Bird fly from tree top to roof top loop 
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LEVEL 1: location/character specific: 


Me: C C Winners circle ceremony at race track. 


O E] climber lost on mountaintop 
C C]. Customers at pizzeria sitting outside at tables 
CO C]. Everyone dancing to jukebox melodies 


LEVEL 1: Gag specific/locked cameras: 


